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WARNING: PLEASE CAREFULLY READ THE CONgpER INFORMATION AND 
PRECAUTIONS BOOKLET INCLUDED WITH THIS ODUCT BEFORE USING YOUR 
NINTENDO” HARDWARE SYS@aM, GAME PAK-OR‘ACCESSORY. THIS ete | 
CONTAINS IMPORTANT Sa tar GRMA TION. 


EVERYONE |“ This product has been rated by the 
Entertainment Software Rating Board. 
For information about the ESRB rating, |. 
or to comment about the 
appropriateness of the rating, please 


ESRB contact the ESRB at 1-800-771-3772. ® 
THIS OFFICIAL SEAL IS YOUR 
| __ EVERYONE _| Py ASSURANCE THAT NINTENDO 
| i / HASA HE QUALITY 
1 MILD ANIMATED VIOLENCE ar) J OF THIS PRODUCT. ALWAYS 
A LOOK FOR THis, SEALWHEN 
BUYING GAMES AND 4 
g ACCESSORIES TO ENSURE 
G/ COMPLETE COMPATIBILITY. 
“ay LICENSED BY SALE FOR USE 


ONLY WITH OTHER: F 
AUTHORIZED PRODUCTS —~ 
BEARING THE OFFICIAL a 
NINTENDO SEAL OF QUALI 


wi J ieee 
t Ma A 
_ , © 
eS 
y 
: 


LICENSED BY 


THIS GAME PAK WILL WORK WITH BOTH THE GAME 
at A er, a BOY” COLOR (DISPLAYING UP TO 56 COLORS) AND 
AND THEOFFICIAL SEAL ARE TRADEMARKS WITH THE GAME BOY /°GAME BOY POCKET 


OF NINTENDO OF AMERICA INC. SYSTEMS (DISPLAYING 4 SHADES OF GRAY). 
© 1989, 1998 NINTENDO OF AMERICA INC. : 
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WHAT HAS COME BEFORE 


It WaSe1965 when humanity made its first attempts into space.. The goal’was : 
‘both grand and simple: to go beyond the. known world into the unknown. 


In 1978, the unknown came to us.: 


First Contact occurred November ie 1978. There were fo little green | 


men armed with cute, bug-eyed faces and funny walks. Instead there wexe 
attack ships, hordes of them. The fighting was fierce. They exhibited 
unnerving discipline. Wave after wave of tight-knit:squads dropped on us 
with steady, malevolent intentions. ee 


Initially, it seemed more than likely we ‘Wwoutd be overrun by the alien 


arsenal of powerful technology. If it were not for the’capabilities of a'then 


secret, experimental Tank, Earth would have surely falleng 


Our victory was hard won, €ountless,scores of courageous Tank pilots * 
sacrificed their lives to the cause. Once the celebration. quieted doa life, 
" for the most Pay, returned to normal... + Sa; 
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designed to-confuse the issues. They did so for the public's 


Before the Invasion of 1978, there were those Ww n 
. government conspiracy to coverup knowledge i 
” entirely correct. An alien scout ship had crashed in th 


inere was a 


“had seen these ships for themselves, the governments of t 
necessary ta. keep the reality hidden behind elaborate pro} 


light of history, they did so successfully. a, 
A very small, ultra-secret project was begun to design some > kir 
system. There was much debate over the design of this system. Thank: t 
War military spending, the Pentagon already had plans for an advanced t 
originally nded for conventional warfare here on earth. In the interest of ti s: 
cided to adapt these blueprints, A select few of the best minds from the 
try were brought i to convert the Tank's design to be able to fire 


¢ ie to the air of secrecy: surrounding the 
nd rushed into production. Frankly, it was 

with a very large cannon sticking out of it. The 
to successfully target the fringe of space greatly 

y 0 yf the Tank. They were difficult to pilot and 

get with. When the aliens did arrive, we had little 

/ of partially tested prototypes with which to defend 


Referred to only a 
project, it was quick 
little more than a mi 


the Tank, however, ‘vehicle i is as ia from a couventional tank asa 
complex organism is from a single-celled being. 

More than twenty years later, the aliens have yet to return. Most people 
hope and pray they never will. If they do, we should be ready... 

The bravery and persistence of the Tank pilots as much as, if not more 
= than, the Tank itself which saved us back in ’78. 
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ee STARTING UP 


WER switett on your 


pe do Game Boy” System. Never 
insert or remove a Game Pak when 
power ison. 
the Space Invaders Game 
into the slot on the back of the 
Game Boy, label facing out. Press 
_ the | Game Pak firmly to lock it in 


~~ place. 
_ Tum the Game Boy POWER 


ee switch on. 
Moves the 


Ship Left & 
Right across 
the playing 
field 


Tur 


*| Note: Super 
Game Boy is 
not supported. 


> GANE COHTROLS 


The default controller configuration is shown here. All references to button , 
selection in this manual will refer to the default controller configuration. 
If you are not using a Game Boy Color, you will go straight to the Main 


the Space Invaders title screen at any time during, aren, jo ais 
| olding: down Start, Select, A and B Buttons tal ad = ff 


at 
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_TULE SCREEN 


The Title Sieei will have three options: Play, Code and if 


_- Options. 


Up and | Down on the Control Pad will select each 
_ option ong START will confirm the selection. 


~_Optior ions Screen 
The Option Screen will have four options: Credits, Skill, 
Sound and Done. 


Up and Down on the Control Pad will select each option. 


_Lredits 
When Credits is selected, Left and Right on the Control 
Pad will toggle between the number of continues the 


_ player can have during a game: !-9. 


Three is the default setting for the number of Credits 
and the player will have three lives per Credit. af 


>PLAN< 
Code 
orpTions 


orPTions 
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Skill , . 
_ When Skill is selected, Left and Right will toggle between the difficulties: 
EASY, NORMAL and HARD. 
Skill affects the speed of the enemy fire. In Easy mode the enemy fire will ~ 
_ be relatively slower than Normal mode and in Hard mode the enemy fire will 
be faster than Normal mode. an 
Normal mode is the default Skill setting. of 


r n ON and OFF. 
mult, volume setting for Sound will be ON. 


code 
acting the status of the game (lives, “p0000000000000« 


le number, etc...) is displayed on 

e can be entered in the code screen by 
Up/Down Buttons on the Control 
ode is entered, press START to begin the game. 
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GAMEPLAY 


_Controls Et 
_The ship will-use the following controls: ei 
_A Button - Fire Primary Weapon 
matt titer: Fire Secondary Weapon 
pie. RT - Pause and Unpauses gameplay 
_—~ D Pad ~ Moves the players ship left and right across the olayifa fiel 
__The Dash - The Dash is performed by the player double tapping in ei 


direction. This is purely an evasive maneuver and will move the ship 
short distance in a split second. * 
ScLecT YOU SHiP 


——~ §elect Ship Screen 
There will be 3 ships to choose from, each with varying 
. statistics that will make a difference during gameplay. 
Selecting Play at the Title Screen will advance the 
player to the Select Ship Screen. e 


a 


10 


The Select Ship Screen will consist of a header: “Select Your ship.’ Each * 
ship will be displayed on screen one at a time along with the ships name and 
statistics. 
Left and Right on the Control Pad will scroll through the three available 
ships and the START or A Button will select the ship. When a ship is selected 
the game will start. os 
efender: 
enefits from a blend of average speed and armor. 
| maintain Weapon upgrades for six seconds. a 
ves at normal speed. . ( oe 


ove at a normal speed. 
collect « one Armor pickup to fill all of the Armor —s 


xceptional speed on So Se ntl 
2apon Upgrades for nine seconds. er ete 

faster than the Defender. =p rit 

ter than the Defender’s. } 

0 Armor pickups to fill all of the Armor Upgrade slots. ~ 


— — 
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Juggernaut: : 
* Benefits from exceptional armor. 
‘ Can maintain Weapon Upgrades for three seconds. 
__-*_Moves slightly slower than the Defender. 
_-— + Shots move slower than the Defender’s. 
___-* Juggernaut begins the game with full armor slots. 


Pa 


a“ 
—~ Ship Upgrades 
__- Armor Upgrades 
‘If the player collects a shield pickup*they can fill an armor slot and upgrad 
~~ their armor. When a ship’s armor slots are full and the player collects an 
additional shield pickup, they will become invulnerable for a limited period 
of time. 
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Weapon Upgrades , ? 
_ Weapon upgrades are achieved when the player collects a weapon pick up. 
The duration of the upgrade will vary from three seconds to nine seconds 
depending on the Weapon handling of the ship. 


Secondary Weapon 

addition to the upgrades there will also be a Secondary Weapon. The or: 
yndary weapon is a shield boost that,when activated, radiates a local ~ 

‘kwave on either side of the ship, to defend laterally. This weapon is 

to the shield slots and can only be activated when the user has a full 


alot, 4 ‘ . 
n function of the Secondary Weapon is to tackle lateral stake 
es. It will be activated by pressing the BButton. = ote 


or 
a 
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LEDELS SE EREPILES 


There are 10 different environments (planets), each containing 15 levels. The 
last level of each planet is a boss encounter. 


Mercury 


EA Class | Invader = 5 points Ea Class 4 Invader = 5 points 
a Class 4 Invader = 5 points Ea Class 5 Invader =5 points 
Ey Class 3 Invader = 5 points @! Class 6 Invader = 5 points 
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Venus 
ae Bomber Class Invader = 10 points 
= Characteristics: The shots create a small explosion on impact with 
ground that can kill the player. 
Earth 


Seeders Class Invader = 15 points 


Characteristics: Drops bombs that transform to small worm-type 
creatures on impact with the ground. 


Mars 
Cloaker Class Invader = 20 points 


Characteristics: Standard attacks. At random intervals it will cloak 
itself and will no longer be visible. It can still attack while cloaked and 
can still be destroyed. 
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Jupiter 


X Class Invader = 25 points 
Characteristics: Is only vulnerable in the center where a core joins four 
bodies together. 

Saturn 
Berserker Class Invader = 35 points 
Characteristics: Requires two shots to destroy. One shot to make it 
berserk and the next shot to destroy it (while berserk). When berserk it 


will turn red and start shooting rapidly. A further shot from the player 
will destroy it or it will return to normal after two seconds. 


Uranus 
Kamikaze Class Invader = 40 points 


Characteristics: When attacked will fly down directly in a final 
attempt to kill player. 


Neptune 
Dodger Class Invader = 45 points 
Characteristics: Will dodge player shots if there is room on either 
side of it. 
Pluto 
f Ice Class Invader = 50 points 


Characteristics: Shoots ice shots that do not destroy or damage the 
player but will freeze the player on the spot. 


Alien Homeworld 
No Intelligence On This Particular Alien Class = 50 points 


: Characteristics: Not much is known about this hidden alien class. It 
: is up to you to discover this hideous creature. 


iT} 


At Levels 


Mother Ships = Slow 20 points/ Fast 30 points 
Characteristics: The purpose of this enemy is to provide pickups and a high 
score bonus, if destroyed. Does not attack. 


PICKUPS 


These are the Weapon upgrades that you get from the mother ships. Each 
one will only last for a limited amount of time. 


| | Shield — Increases the players shields by one unit. 


Full Shield — Increases the players shields to maximum capacity. 


ele: 


Bonus Ship — Awards the player with an extra life. 


Laser Boost — Gives the default shot a boost allowing two shots on 
screen at a time. 


Trident — Releases a shot that splits into two on impact. 


Bolt — Releases a bolt of electricity that jumps from one enemy to 
another. Will take out a total of eight enemies. 


Solar Flare — A flash of energy that paralyses all on screen enemies 
for 10 seconds. 


Hammerhead — This powerful shot passes through all aliens. 


H Blast — Releases a shot that creates a horizontal blast on contact 
with one of the aliens. Destroys all the aliens in the row. 
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Shuriken — Fires a shuriken that slices the alien in half. The two 
separated halves fly apart and kill anything they hit. 


Bubble Up — Shoots bubbles that trap enemies and takes them to 
the top of the screen. When they reach the top of the screen, the 
bubble bursts and the enemy falls helplessly into the alien 
formation, killing whatever it hits. 


Shuttle Raid — Collecting this pickup calls on your fleet for aid. A 
shuttle flies across the top of the screen and disposes of as many 
aliens as it can. 


Maximum Shot — A single shot will destroy all onscreen enemies. 


PUliIS Stolen 


Points are awarded for every alien that is destroyed and are listed for each 
enemy in the Enemy section of this document. For every 5000 points that the 
player achieves they will be rewarded with an extra life. 
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CUSTOMER SUPPORT 


_ Internet Customer Support 
pport@activision.com or http://www.activision.com 


her Contact Methods Ss 
. ws 

— (310) 255-2151, 24 hours a day DP a : 

Activision, Customer Support, P.O. Box 67713, oil Pe 


we 


Los Angeles, CA 90067. ‘ eh 
our 24-hour voice- -mail system for answers to our UH 
? ently asked questions at (310) 255-2050. Or contact a omer _— 


ice representative at the same number between the hours of - ee: 
1 - and 5:00 p.m (Pacific Time) Monday pap Friday, a ge 
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SOFTWARE LICENSE AGREEMENT 

IMPORTANT - READ CAREFULLY: USE OF THIS PROGRAM IS SUBJECT TO THE SOFTWARE LICENSE TERMS SET FORTH BELOW. 

“PROGRAM” INCLUDES THE SOFTWARE INCLUDED WITH THIS AGREEMENT, THE ASSOCIATED MEDIA, ANY PRINTED MATERIALS, AND ANY ON- 

LINE OR ELECTRONIC DOCUMENTATION, AND ANY AND ALL COPIES AND DERIVATIVE WORKS OF SUCH SOFTWARE 

AND MATERIALS. BY OPENING THIS PACKAGE, AND/OR USING THE PROGRAM, YOU ACCEPT THE TERMS OF THIS LICENSE WITH ACTIVISION, 

INC. (“ACTIVISION”) 

LIMITED USE LICENSE. Activision grants you the non-exclusive, non-transferable, limited right and license to use one copy of this Program solely and 

exclusively for your personal use. All rights not specifically granted under this Agreement are reserved by Activision. This Program is licensed, not 

sold. Your license confers no title or ownership in this Program and should not be construed as a sale of any rights in this Program. 

OWNERSHIP. All title, ownership rights and intellectual property rights in and to this Program and any and all copies thereof (including but not limited 

to any titles, computer code, themes, objects, characters, character names, stories, dialog, catch phrases, 

locations, concepts, artwork, animation, sounds, musical compositions, audio-visual effects, methods of operation, moral rights, and any related 

documentation, incorporated into this Program) are owned by Activision or its licensors. This Program is protected by the copyright laws of the United 

States, international copyright treaties and conventions and other laws. This Program contains certain licensed materials and Activision's licensors may 

protect their rights in the event of any violation of this Agreement. 

YOU SHALL NOT: 

Exploit this Program or any of its parts commercially, including but not limited to use at a cyber cafe, computer gaming center or any other location- 
based site. Activision may offer a separate Site License Agreement to permit you to make this Program available for commercial use; see the contact 
information below. 

* Sell, rent, lease, license, distribute or otherwise transfer this Program, or any copies of this Program, without the express prior written consent of 
Activision. 

Reverse engineer, derive source code, modify, decompile, disassemble, or create derivative works of this Program, in whole or in part. 

¢ Remove, disable or circumvent any proprietary notices or labels contained on or within the Program. 

Export or re-export this Program or any copy or adaptation in violation of any applicable laws or regulations. 

LIMITED WARRANTY. Activision warrants to the original consumer purchaser of this Program that the recording medium on which the Program is 

recorded will be free from defects in material and workmanship for 90 days from the date of purchase. If the recording medium is found defective 

within 90 days of original purchase, Activision agrees to replace, free of charge, any product discovered to be defective within such period upon its 
receipt of the Product, postage paid, with proof of the date of purchase, as long as the Program is still being manufactured by Activision. In the event 
that the Program is no longer available, Activision retains the right to substitute a similar program of equal or greater value. This warranty is limited to 
the recording medium containing the Program as originally provided by Activision and is not applicable to normal wear and tear. This warranty shall 
not be applicable and shall be void if the defect has arisen through abuse, mistreatment, or neglect. Any implied warranties prescribed by statute are 
expressly limited to the 90-day period described above. 


EXCEPT AS SET FORTH ABOVE, THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESS OR IMPLIED, 
INCLUDING ANY WARRANTY OF MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE OR NON-INFRINGEMENT, AND NO OTHER 
REPRESENTATIONS OR CLAIMS OF ANY KIND SHALL BE BINDING ON OR OBLIGATE ACTIVISION 
When returning the Program for warranty replacement please send the original product cartridge only in protective packaging and include 
(1) a photocopy of your dated sales receipt; (2) your name and return address typed or clearly printed; (3) a brief note describing the defect, the 
problem(s) you are encountered and the system on which you are running the Program; (4) if you are returning the Program after the 90-day warranty 
period, but within one year after the date of purchase, please include check or money order for $13 U.S. currency per cartridge replacement 
Note: Certified mail recommended 

In the U.S. send to: Warranty Replacements, Activision, Inc., P.O. Box 67713, Los Angeles, California 90067 
LIMITATION ON DAMAGES. IN NO EVENT WILL ACTIVISION BE LIABLE FOR SPECIAL, INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING 
FROM POSSESSION, USE OR MALFUNCTION OF THE PROGRAM, INCLUDING DAMAGES TO PROPERTY, LOSS OF 
GOODWILL, COMPUTER FAILURE OR MALFUNCTION AND, TO THE EXTENT PERMITTED BY LAW, DAMAGES FOR PERSONAL INJURIES, EVEN IF 
ACTIVISION HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. ACTIVISIONOS LIABILITY SHALL NOT EXCEED THE ACTUAL PRICE PAID 
FOR THE LICENSE TO USE THIS PROGRAM. SOME STATES/COUNTRIES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY 
LASTS AND/OR THE EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATIONS AND/OR 
EXCLUSION OR LIMITATION OF LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE 
OTHER RIGHTS WHICH VARY FROM JURISDICTION TO JURISDICTION. 
TERMINATION. Without prejudice to any other rights of Activision, this Agreement will terminate automatically if you fail to comply with its terms and 
conditions. In such event, you must destroy all copies of this Program and all of its component parts. 
U.S. GOVERNMENT RESTRICTED RIGHTS. The Program and documentation have been developed entirely at private expense and are 
provided as “Commercial Computer Software” or “restricted computer software.” Use, duplication or disclosure by the U.S. Government 
or a U.S. Government subcontractor is subject to the restrictions set forth in subparagraph (c)(1)(ii) of the Rights in Technical Data and Computer 
Software clauses in DFARS 252.227-7013 or as set forth in subparagraph (c)(1) and (2) of the Commercial Computer Software Restricted Rights 
clauses at FAR 52.227-19, as applicable. The Contractor/Manufacturer is Activision, Inc., 3100 Ocean Park Boulevard, Santa Monica, California 90405. 
INJUNCTION. Because Activision would be irreparably damaged if the terms of this Agreement were not specifically enforced, you agree that Activision 
shall be entitled, without bond, other security or proof of damages, to appropriate equitable remedies with respect to 
breaches of this Agreement, in addition to such other remedies as Activision may otherwise have under applicable laws. 
INDEMNITY, You agree to indemnify, defend and hold Activision, its partners, affiliates, contractors, officers, directors, employees and agents harmless 
from all damages, losses and expenses arising directly or indirectly from your acts and omissions to act in using the Product pursuant to the terms of 
this Agreement 
MISCELLANEOUS. This Agreement represents the complete agreement concerning this license between the parties and supersedes all prior 
agreements and representations between them. It may be amended only by a writing executed by both parties. If any provision of this Agreement is 
held to be unenforceable for any reason, such provision shall be reformed only to the extent necessary to make it enforceable and the remaining 
provisions of this Agreement shall not be affected. This Agreement shall be construed under California law as such law is applied to agreements 
between California residents entered into and to be performed within California, except as governed by federal law and you consent to the exclusive 
jurisdiction of the state and federal courts in Los Angeles, California, If you have any questions concerning this license, you may contact Activision at 
3100 Ocean Park Boulevard, Santa Monica, California 90405, (310) 255-2000, Attn. Business and Legal Affairs, legal@activision.com. 
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Disney's Tarzan copyright © 1999 Edgar Rice Burroughs, Inc. and Disney Enterprises, Inc. 
All Rights Reserved. Tarzan” owned by Edgar Rice Burroughs. Inc. and used by permission. 
Space Invaders is a registered trademark of TAITO. This product contains portions of original “Space 
Aci ¥ ISION . Invaders” product licensed to Activision by TAITO, ©1978 TAITO. TAITO isa registered trademark 
of Taito Corporation. Activision is a registered trademark of Activision, Inc. Licensed by Nintendo, . 

All other trademarks and trade names are the properties of their respective owners. 1000920.260.US PRINTED IN JAPAN 


